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Of course, in an encounter of either, or indeed of any, kind, the initia-
tive will have come from one side only; but, in an encounter between
the living, the party which happens to have been the victim of the first
assault, no less than the party by whom the first assault happens to have
been delivered, has it in him to take the initiative if occasion offers. In an
encounter of this kind the assaulted party's passivity and inferiority and
the assailant's activity and superiority at the opening of the first act of the
play are not due to intrinsic qualities in the parties' respective natures
which, in virtue of being immutable, make the effects that follow from
them irreversible. In 'encounters in the flesh* the assailant's ascendancy
usually proves to be a wasting asset, while the assaulted party usually
demonstrates his potentialities from the outset. As soon as the encounter
begins, there is, as we have observed elsewhere,1 a reciprocal exertion of
influences and a concomitant tendency for the initiative to change hands
through being captured from the original aggressor by the party that has
been his victim at the moment when the curtain has risen on the first
scene, This 'reversal of roles' (Graecd Trepwrereta) is, in fact, the dis-
tinctive feature of this genre of encounters; and ex hypothesi a corre-
sponding exchange of parts cannot occur in encounters of the different
genre in which one party only is a living individual or living generation
of a society, while the other party is a wraith. We have already noticed
that, in an encounter of this latter kind, the living party alone has the
power to take the initiative; and we may now go on to observe that, when
once, thanks to the necromancer's initiative, the ghost has been raised,
the ghost alone has the power to exert an influence. The spectre's un-
canny presence cannot fail to affect the haunted living soul, while the
necromancer cannot retort by exercising any counter-influence on the
ghost that he has raised; for the living can influence only the living, and
it is impossible for the necromancer to catch alive the dead individual or
society whose ghost he has called up, since, in order to catch him alive,
he would have to have been his contemporary and to have encountered
him in the flesh instead of in his own haunted psychic inner world.
When the ghost gets on his nerves he has no means of retaliating. In an
encounter of this uncanny genre the channel of influence is a 'one-way
street' which admits no counter-flow of traffic; and the haunted necro-
mancer will find cold comfort in reflecting that he has only himself to
blame, and quoting ad hominemi 'Vous I'avez voulul'2

An influence to which there can be no retort in kind is a challenge
(indeed a formidable one); and the plot of the play which the evocation
of a ghost sets in action can be summed up in the formula that the necro-
mancer seeks to find aid for coping with one challenge at the price of
exposing himself to another. He is responding to a challenge from a
living contemporary by inviting a challenge from the ghost of a dead

sedentary society, in which every member i$ inherently capable of exchanging roles with
every other, in spite of the institutional impedimenta of class or caste, and a Nomadic
society consisting of three non-interchangeable components: the shepherds or herdsmen,
the dogs, horaes, and camels that are their non-human auxiliaries, and their flocks and
herda (see III, iL 7-aa).

*  In IX, viii. 464-80,

*  Moliere: Georgts Demdint Act I, scene ix.